


SHIPYARD DATA CARD 


| L SCENARIO SET-UP 
TORPEDO. FIRE. allows players: to create ant inane 


‘number of scenarios by using the shipyard program. Alter-. 


“natively, the introductory scenario may be played pitting one 


German IX C submarine against one Tabal class escort, one- 


“Black Swan Class escort, two tankers and One. freightet.In 
- order to créate a scenario using the historical ships provided, 
just follow the insttuctions inthe program, 


| EXAMPLE: Suppose that you wish to create a battle Snai of 


the North Atlantic witha German U-Boat attacking stragglers 
from a British convoyin 1943. You decide that there will be 
“one sub attacking two merchantmen guarded by one escort 

“After you boot the game disk, select option #3; when the 


Shipyard program. is ready, enter the following. information: 


-1 PRETUORN’— Create a new scenario, ~ 
SK When you have read the: overview, hit: RETURN, 


BSRETURN’—Surtace side: 
G ‘RETURN’ — Sub side. 
2 RETURN’ Time period. 


‘RETURN’ — Set up arrays: 
“ab RETURN — Escort. 
< I RETURN = Tanker = 
1 ‘RETURN’ Freighter. | 
t ‘RETURN: = Sub. > ; 
5: RETURN? — Slow convoy 


3 ‘RETURN? British choose a: Blick os escort: : 


pu RETURN’ — Serup convoy = 
2 ‘RETURN’ — German chooses a 1X C sub, 
US RETURN’ Escort ID, 
1 RETURN: — New X coordinate. 
1000 “RETURN! — Escort at 1000.0. 
O RETURN’ — Quit with escort 1: 
n ‘RETURN’ — Freighter ID- 
L RETURN — New X Coordinate 
1000 “RETURN ’— Freighter at 1000,0 Canker Still 
a at OD) 
O ‘RETURN’ — Quit with iene i 
SI “RETURN ’— Sub ID. 
2 “RETURN: — New Y: nae 
+2000 ‘RETURN’— Sub at 0, 7200. 
O RETURN: — Guit with sub i 
M ‘RETURN’ ~ View the map 


You should now see the ships in a. we formation, Le 


ae es 
s 


Q: RETURN:— Get ready to save your scenario. 
Y‘RETURN’— Yes. : 
At this point follow the directions given in the program 
to write the data onto a scratch disk, 


IL CREATING NEW SHIPS © 

It is possible to create a scenario with ships kond byi 
thé players. This can lead to some interesting scenatios such as | 
a one-on-one duel between a super:submarine and a super 
escort To create a new ship, first choose sides; then use the 
ability. to change a ship's date string to make a ship to your 


own Specifications. When placing ships on the'map,.theship’s 


data string willbe displayed and updated as changes are made. 


< The following is a list of each valus inthe ship data. string: 


LOCATION IN STRING © ‘DESCRIPTION AND COMMENTS.» 


ne Graphics 1D 
BS Ship ID: El to E9, FT to T9, Pi t 
£9) St to. $9 
4 Earliest time period available: 
O= Anytime: 1 = 1939-41 
= 1942-43." I= 1944-45 
5 Nationality: A= American 


B= British G = German 
j= japan S= Special 


6-7 Ship ‘class 
8-9 Victory points 
0 Turning ability 

Biss Bis Maximum surface speed 
13-14 Current surface speed 
15-16 Maximum underwater speed 
17-18 Current underwater speed 
19-21 Maximum submerged depth 
22-24 Current depth ; 
25-27 Current heading 
28-30 Maximum dive rate 
31-33 Maximum rise rate 

34 Spotted flag X = Not aoe 

R= Radar 9S = Sonar 
D= Day visual N= Night sual 

35 

36 Radar A= Normal N= None. ae 

37 Sonar A= Normal N=None | 
38-39 Maximum sustainable damage at start — 
40-41 Current maximum sustainable damage 





NOTE 1:When eee a scenario, the sub- player 


should be allowed to watch the surface player set-up his _ 


ships, while the surface player should not see where the 
sub commander places his subs. In solitaire games, the 
computer will automatically place its submarines during 


its first turn, irrespective of the placement te during. 
the scenario creation procedure. 


NOTE 2: Submarines should be set up at E a 000 ee ; 
away from the nearest enemy ship. 


Explosive power of surface gun 


“# of K-guns that may be fired per tur 
# of DCs that may be fired per 
# ahead throw weapons that may be 





